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introduction 


You’ve just picked up the official mini guide for easily the most engrossing shooter to 
date. Einhander is a masterpiece of mayhem. You take on the role of a solo, daredevil 
fighter pilot from the Moon that descends to Earth to teach one of its capital cities a 
lesson in devastation. The strangely shaped Einhander fighter is your vehicle for the 
incredibly tough fight ahead. You will be armed to the teeth with weapons grabbed along 
the way by the extremely innovative adjustable arm weapon mounting. There are seven A 
tough levels, each with its own awesome sub-boss and boss, so read on to get some 
valuable insight into what it takes to conquer Einhander. \ 
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In this guide, you'll find a complete rundown of each of the available weapons. Also, there 
are strategies for each level, boss, and sub-boss. You'll even learn how to get all of the 
game’s hidden bonus points. Add to that all of the game’s secrets, and let's just say that 
the only thing “mini” about this guide is its size! 


The Weapons 


There are eight normal weapons in the game, and each has its own strategic use. Some 
are more useful than others, but all become necessary (or at least extremely useful) in 

, more than a couple of situations. Some weapons are more rare than others are, but once 
you have found and used a weapon in the game, it will become accessible the next time 
you play, as long as you save at the end. This will allow you to try out some weapons 
that appear mostly in the later levels when you play some of the earlier levels. Most of 
the weapons will have different characteristics, depending on the position of the arm that 
holds it. Also, note that the dual-armed Astraea FGA Mk. I will position certain weapons 
slightly differently than the other two fighters. Take some time to become familiar with the 
capabilities of each, and you should be able to come up with some creative offensive 
solutions to many of the obstacles that you'll face. You can also read on to find out about 
each of the weapons and their unique attributes, as well as strategies for their use. 


< 


Vulcan 


This awe-inspiring, gatling-type 
machine gun might as well be known 
as the lawnmower. It is one of the 
most effective weapons for taking out 
hoards of basic enemies in single 
passes. It may not be as powerful as 
some of the other weapons, but it’s 
easily one of the most popular 
because of its big “wow” factor. 
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In the lower position, the Vulcan Si que 

becomes a strafing weapon, effective 

for enemies on the ground or below 

your ship. Quick motions up or down 

will swing the gun into a straight-line of fire. This means that slight vertical movements 
will swing the Vulcan across half the screen. Combined with either the machine gun or 
another weapon in the upper arm position, you'll be able to cover nearly the entire screen 
with bullets. In the upper position, the Vulcan becomes a great match with the machine 
gun, as it has nearly the same line of fire. 


Basically, no one on the ground has a 
chance when the Vulcan is in its lower 
position. 


In the upper position, the Vulcan will 
have a line of fire that targets directly in 
front of your ship. 


This is one of the most powerful 
weapons in the game, making it a 
fairly popular choice for almost any 
situation. It only takes three hits to 
take out one of the larger, weapon- 
carrying enemies, while a single 
shot can take out an entire row of 
the smaller, standard enemies. It’s 
extremely useful for quickly taking 
out most bosses, as well. Its one 
drawback is that is has one of the Su aac 
slowest rates of fire in the game. 
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The Cannon is most effective in the lower position, when its line of fire clears the path 
directly ahead of you. In the upper position, theCannon will be at a vertical angle, 
making it harder to aim and only effective for enemies above. There is an exception to 
this, however: the Astrea FGA Mk. I. With the dual arm positions, the Cannon fires straight 
ahead in the upper position, making it an excellent choice in either position. 


Take out any opposition with the 
Cannon in the lower position. Try 
quickly tapping out intense bursts to 
achieve the maximum impact in a short 
amount of time. 


The Cannon is not nearly as effective 
when it’s in the upper position. It is 
difficult to aim, but it can get you out of 
some sticky situations. 


Challenging the popularity of the 
Vulcan and the Cannon is the Wasp 
missile launcher. In reality, it is not 
as powerful as other weapons and 
only has a medium rate of fire, but 
when in the upper position, it 
becomes a homing missile, allowing 
you to take out enemies from any 
point on the screen. This weapon will 
save your skin more times than 
you'll be able to count. It is also the 
only weapon that is able to take out 
enemies both in the background scenery and in the foreground. You can almost never go 
wrong with this weapon—it is helpful in just about any situation. 
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However, the Wasp is less than stellar when in the lower position. Although the missiles are 
larger, they stall when you launch them, making them harder to aim. The only good use for 
the Wasp in the lower position is when you are right up on an enemy and can let off a 
quick salvo, but it’s really best to leave it in the upper position. 


The low rate of fire and its average 
effectiveness make the Wasp less 
attractive when used in the lower 
position. 


When the Wasp is placed in the upper 
position, it,instantly becomes one of the 
most useful weapons. in the game. 


opreader 


The Spreader sprays shotgun-type 
bullets in a fan-shaped pattern. It is 
more powerful than the standard 
machine gun and even the Vulcan. 
However, its extremely slow rate of 
fire leaves it useful for only a few 
situations. lt can take out a whole 
group of normal enemies in one 
shot, but often, the next wave 
overtakes you before you can get a 
second shot off. 
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With the Spreader in the lower position, it will fire its spray of bullets straight ahead, 
clearing waves of enemies fromthe screen. Again, the slow rate of fire will hamper its 
effectiveness in the end. In the upper position, it will fire directly behind your ship—one 
of the few weapons with this ability. In normal play, this won't be utilized to a great 
extent, but in certain situations, the Spreader in the upper position is the best choice. 


If this weapon were able to fire faster, 
it easily would be one of the best in the 
game. Because it’s slow, it requires skill 
and timing to be of any real use. 


The ability to fire behind you with the 
Spreader in the upper position will 
come in handy several times throughout 
the game. 
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Grenade 
Grenades are most effective against 
: fem bosses and sub-bosses. They are 
~ EM launched powerfully in an arc across 
the screen, which works best against 
; stationary or slow-moving enemies 
(like bosses), hitting the tops of = 
ae them. The Grenade launcher fires 
Ps about as fast as the Spreader, but 
< the devastating effect is what makes 
EE it worthwhile. It’s a waste, however, 
ick Re TGREWADES to use it on your normal, fast-moving 
enemies. Any Grenades should be 
saved for the right enemies. ba 


In the lower position, the Grenade will fire behind your ship. This makes it the weapon of 
choice in some instances, and essential against a couple of the bosses. In the upper 
position, the Grenade launcher will lob Grenades out in front of your ship. You have to be 
fairly close to your target, since it travels in an arc, but it may travel farther than you 
expect. You should also note that the direction your ship is traveling at the time of fire will 
influence the Grenade’s trajectory. 


The Grenade in the lower.position is 
barely used, but it does become one of 
the only effective weapon configurations 
for a couple of situations. 


It’s hard to hit any fast-moving targets 
with the Grenade in the upper position, 
but it will cause major damage to slow- 
moving bosses. 


Hedgehog 


The Hedgehog is one of the 
stranger weapons, but because its 
useful in only a few parts of the 
game, you'll rarely need to grab it. 
It launches depth charge-type 
projectiles directly above and below 
your ship, making it ineffective i 
against most of the enemies in the a 


game. Like the Grenade and the & 
Spreader, the Hedgehog is a weapon LS 

designed for a specific job. This 7 INEMEN 
' weapon will really make a difference, 
though, when used against certain bosses. Its charges explode into a large blast area when 
they reach a certain proximity-to a ship. If aimed correctly, it can take out more than 
one enemy at a time. 
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In the lower position, it can be used to clear enemies below your ship as you travel 
above, but you'll need to equip another weapon in the upper position, or use your 
standard machine gun to clear the path ahead. The same is true for the upper position, 
except that the charges will be launched above your ship. Overall, though, this weapon can 
be more of a hindrance than an asset. 


Clear the way below you, as the 
Hedgehog.can be quite helpful in those 
levels that have you flying straight down. 
It’s also effective on a couple of the 

bosses. 


The blast radius of the Hedgehog is the 
largest in the game and can take out 
more than one enemy at a time. You 
won't have many reasons to use it in 
the upper position, however. 


This is a lightsaber-type weapon that 
will extend in front of your ship in 
either weapon position when you 
hold the fire button. Simple swipes 
with it will take out most enemies, 
as it is extremely powerful. The 
Blade’s down side is that it is very 
difficult to use, as you need to get 
fairly close to your target to score a 
See FBLADE x hit. Its most effective if you just 

keep the blade extended the whole 

time, since it takes a moment to 
fully extend. One of*the..cooler things about the Blade is that you can make it stretch 
across the entire screen by doing a»forward fireball motion (down, down/forward, forward). 
As with. many of the weapons, there are certain situations in the game that are best suited 
for the Blade weapon, but overall its more of a novelty than something that you'll use 
extensively. 
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Simply swipe the Blade over the enemies 
to send them to oblivion. 


The Blade in the upper position acts the 
same as when it’s in the lower position, 
so there’s no real preference for either. 


This is the most ineffective weapon 

of the entire game. Holding the fire 

button charges its electric blast. 

Releasing the button when you have 

an enemy targeted then fires the 

blast. The longer you hold the 

button, the stronger the charge will 

become (up to a limit). It’s this 

charging feature that makes the 

weapon nearly useless, since your 

survival depends on your ability to gies ann 
fire off a lot of rounds in a short 

amount of time. It takes a moment or two for the weapon to be completely charged, and 
anything less than a full charge is a waste. of time. 
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In the lower position, the Riot gun will be pointed down at an angle, much like the 
Vulcan. In the upper position, the Riot will be pointed up at an angle. 


With the Riot in the lower position, 
you'll want to try to hit enemies below 
you. Since it takes so long to recharge, 
as soon as you take out a enemy, the 
next wave will be on you and you 
probably won't be ready. 


Don’t waste your time with this weapon— 
its almost completely useless in any position. $ 


The Secret Weapons 


The following is a rundown on all of the secret weapons. There are four to be found, and 
they are easily the most powerful weapons in the game. 


This high rate of fire weapon is a 
combination between the Vulcan and the 
Cannon. The Juno’s blast can take out 
almost any enemy in microseconds, and 
once earned, it should become an 
essential part of your arsenal. It behaves 
just like the Vulcan in both positions. 
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QUEXT BBACK 


You can finish off waves of enemies. in 
seconds with the Juno, but where it really 
helps is with the bosses. 


This, may be: it: the best weapon in the 
entire game! It’s, basically a laser cannon 
that shoots a solid-beam across the 
screen, and will instantly take out even 
the toughest enemies. The beam will also 
stay..on the screen for a moment, so 
you can move up ordown to swipe 
across several enemies. It will attach to 
your ship in the same way as the 
FFLASHs Vulcan in both positions. 
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All those bosses that you had trouble 
with earlier should be significantly easier 
with the Flash weapon. 


This missile launcher launches 
the most powerful missiles in 
the game. Unfortunately, they 
are guided by pressing on the 
D-pad, making them-almost 
totally useless. When you try to 
move the missile, your ship 
moves as well. This is basically 
a weapon that’s going to get 
SuExT Back FHOSQUITDS you killed. With practice, 
however, a player can learn to 
- use it—sort of. The Mosquito will behave exactly the same whether it is in the 
upper or lower arm position. 
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Since the D-pad controls both your ship 
and the Mosquito, it is impossible to 
control either one with optimum 
precision. 


This is another very powerful weapon 
that is extremely difficult to use. The 
Python is basically five powerful 
mines linked together, which. can be 
twisted and manipulated by the D- 
pad. Again, it’s hard to get far with 
this one, as its controls are very 
unorthodox. But with practice, it can 
eventually become helpful in certain 
situations. The Python behaves the 
wick ei FPYTHOWs same whether it’s in the upper or 
lower arm position. 
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The string of mines can be manipulated 

for a second or two before they explode. 
This could be useful when you face some 
hard-to-reach enemies. 


Level Strategies 


In the following section, each level is fully detailed. You'll find clues about the fights that 
you'll face, as well as suggestions for the best weapon options and combinations (using the 
dual-armed Astraea FGA»Mk. I). There’s also a rundown on what to-expect and how to 
defeat each level’s sub-boss and boss. 


There no shortage of secrets hidden deep inside Einhander’s seven levels. Each will have 
three secret bonuses (also called an S. Bonus) that are activated when you shoot a certain 
object or take down a certain number of enemies. All the bonuses are revealed for each 
level, along with the locations of hidden weapons, if there are any for a particular stage. 


increase your score by the following amounts: 


Finding a stage secret bonuses will 
10,000 points 


30,000 points 
100,000 points 


Level i 


First Secret Bonus 
Second Secret Bonus 
Third Secret Bonus 


This first level will have you descending into the capital city, where you're immediately 
confronted with Earth’s police force. You'll be dealing mostly with standard, easily killed 
enemies, as well as several medium size, weapon-carrying enemies. There’s plenty of room 
to maneuver on screen, so they shouldn't give you too much trouble. For the most part, 
you can beat the entire level without ever taking your ship up to its top speed. The best 
combination of weapons for dealing with this introductory level (even though you can beat 
it with your standard machine gun) is the Vulcan gun in either position, coupled with the 
Cannon. The Wasp in the upper position is also very effective with the Cannon. 


The game starts with a.fairly easy level. 
Then again, if this is easy, then the rest 
of the “harder” levels must be insane! 


The Sub-Boss 


The first boss you'll encounter is the police mec from the game’s opening cinema. It moves 
up and down on the left-hand side of the screen and has a machine gun, which will fire 

twice before letting off a spreadshot from its cannon, nearly filling the entire screen. Both 

are easy to dodge, as long as you stay to the far left of the screen. For the quick kill, go 
for the mec’s head, although you can also take out its weapons. Once you do, however, it 
will whip out a huge cannon shown in the intro. This cannon’s volleys are easy to dodge, 
but, the barrel of the weapon practically reaches across the entire screen, making it easy 
to run into. Overall, this boss is a snap. 


The sub-boss may look menacing, but it’s 
really a pussycat. Just concentrate your 
fire on its head, and you can’t go’ wrong. 


The Boss 


This Ostrich-like boss can give you a bit of a headache if you don’t have any weapons 
equipped, but not to worry, it will release new weapons from its back if you're patient and 
if you can stay alive long enough. To get a new weapon to appear, you must refrain from 
blasting its neck and head, as it will transform, and the weapon will never appear if these 
parts are destroyed. Eventually, you will notice a random gun pop out of its back. Destroy 
it and grab the weapon that appears. You should note, however, that the longer you take 
with this boss, the»tougher it will become. It has a huge variety of attacks. The first few 
are fairly easy to deal with, but.as time goes by, they will become more difficult to dodge. 


If you've gotten this far and are without 
any weapons, then you can get one out 
of the.boss if you’re patient. Just shoot 
the smaller, random weapon that 
appears on the boss’ back, and pick up 
the weapon that appears. 


Before you reach the boss, you should prepare by at 
least grabbing the Cannon, but almost any weapon that fires ahead of your ship will be 
effective. For a quick kill, start your attack on the boss’ head and neck. As soon as both of 
those are gone, the boss will flip its body around and come at you with a. laser-firing 
“tail” Concentrate your fire on either the body or tail;.but not-both, since the boss will be 
dead when either are destroyed. The longer you take with this boss, the tougher it will 
become with its myriad of attacks. 


Concentrate all your fire on the head 
and neck. You'll go through a sheet of 
armor before the head will blow-up. 


Focus your firepower on the small “tail” 
that extends from the back, or on the 
body of the boss itself. 


Secret Bonuses 


l. The first secret bonus is an easy one. Simply shoot all the neon signs near the \ 
beginning of the level. It helps if you use the Vulcan in the lower position in 
conjunction with your standard machine gun or another forward projectile 
weapon, like the Spreader or the Cannon. You should turn your ship’s speed all 
the way up in order to hit all the signs. 


Quick up-and-down strafing motions 
when using the Vulcan should do the 
trick on this easy bonus. 


2. The second bonus is a little trickier to get. You have to shoot down the two 
weapon carriers after the first bonus area. These carriers appear only if you 
completely destroyed the four weapon carriers that you encountered before the 
neon sign area. 
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filam |f you completely destroyed the four 

previous weapon carriers, then once you 
are past neon signs, shoot the next two 
weapon carriers. 


The third bonus is extra special, as once it is achieved, you'll be taken to the 
game” only hidden branch. When you get to the police mec sub-boss, shoot only 
at its engine base. You'll have to go through a layer of armor before it can be 
destroyed, but once its gone, you'll be taken down a secret branch that leads 
underground to a ton of Weapon-carrying enemies. 


Do your best to fire at the sub-boss’ 
bottom engine, as it will move around a 
lot and isn’t the largest of targets. 


This hidden branch goes underground, ! 
where you'll.find strange enemies that like 
to flip over when you get near them. 
They're somewhat difficult to target. 


Secret Weapon 


The Juno will randomly appear as the weapon pick-up on the the level boss’ back. To have 

even a chance of it appearing, you must first get all three secret bonuses for the level. 
Then, when you get to the boss, you will have to 
shoot the T-shaped structure on its back. 


The T-shaped structure will also appear 
on the bottom of the boss when it flips 
over. 


Level 2 


Leaving the city behind, you are ordered to follow a supply train to its destination. This is 
easier said than done, as there are a ton of enemies ahead that will try to stop you. Not 
only are there more enemies, but it will also take more to bring them down. Add to that 


the limited air space you're given in which to maneuver because of the train traveling 
below you, and this may be one of those levels that takes a few tries to pass. 


This is one of those situations where 
you might want to take your speed 
down a couple of notches. 


The best weapons to use for most of the first part of the level are the Cannon and the 
Wasp. The Cannon can take out an entire screen-wide row of the standard enemies. It is 
essential for keeping a flight lane clear. The Wasp in the upper position will take out 
enemies in the distance before they can even fire at you, making for a slightly less 

| “intense ride. For the parts where you have to take out the turrets on the train, use either 
the Vulcan in the lower position or the Grenade-in the upper position. 


The Sub-Boss 


Stay a step ahead of it, then you will have a pretty good chance of beating it. The best 
weapons to be armed with are any that fire forward projectiles. That means that the 

$ Cannon, Vulcan, Wasp, and Grenade will ally be effective. The Hedgehog can also do some 
Serious damage in the lower position when you hover above the boss. 


Fire on the sub-boss from the lower left-hand part of the screen so that one weapon is 
firing on its machine guns and the other is firing on the cockpit and body. Be ready to 
move when it wiggles its back end, as that is the sign that it is about to swipe at you. 
When you see this, head to the upper left-hand corner of the screen to avoid the attack, 
and stay there as it flies across the screen, back to its original starting point. Avoid its 
othersattacks and repeat until the sub-boss is history. You should note that when you hurt 
| the sub-boss, it will retreat into the background and then attack again. When you do 
finally blow it up, watch out for the flying debris. 


Stay in the lower left and let the-sub- 
boss have it. Be-ready to move, because 
this guy can ‘move pretty fast. 


The Boss 


The boss for the level is guarding the entrance to the train’s destination. This big boy will 
take up the entire right-hand side of the.screen, and it has multiple arms with a variety of 
weapons that will attack two at a time. The boss’ head will also fire two different types of 
projectiles, the second of which are giant laser doughnuts that are avoided by flying 
through their centers. 


Focus your barrage on the head with any of the forward projectile weapons, although the 
Hedgehog and the Grenade can also be very effective. If you're without weapons, then focus 
on the boss’ arms. As they break away, new weapons will be revealed. There is one layer to 
get through on the boss’ head before you get to the core, but a moment or two of 
pounding from your weapons will be all that it takes to do it in. 
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If all you have is your standard machine 
gun, focus your attacks on the boss’ 
arms until it gives up some fresh 
weapons. 


Secret Bonuses 


l. At the very beginning of the stage, before you even reach the train, there will 
be a couple of weapon carriers on the ground. Completely destroy both of them, 
leaving nothing behind. When you accomplish this, a third, red weapon carrier 
will appear. Completely destroy it to get the secret bonus. 


If you completely.destroyed the two 

previous weapon carriers, then this red 

one will appear. Completely destroy it for 

the level’s first secret bonus. a 


2. The second bonus is pretty tough. You're required to shoot at least ten gun 
pods that rise up from the first train before you hit the. control tower with the 
radar, and the train pulls away. The Vulcan is recommended for this job, as it 
requires precision shooting. If you happen to hit the aforementioned control 
tower between the gun pods before you hit ten of the pods, the train will 
automatically move out of range. 


The second and third secret bonuses 
are difficult to get. Not only do you 
have to be precise so that you don’t hit 
the command tower, but you also have 
to complete your task before the train 
moves out of range in a fairly short 
amount of time. 


3. The third bonus is the same as the second, in that you have to shoot at least 
ten gun. pods, this time from the second part of the train. 


Level 3 


You’ve now entered the enemies’ secret supply base, and the entrance has closed behind 

- you. It looks like youre going to have to fight your way out. The level begins with a long 
descent down a tube into the base’s depths. On the way down, you'll face some of the 
strongest enemies yet, and with the limited space to maneuver, you'll want to equip 
yourself with some powerful weapons so you can make quick work of them. The Cannon is 
a good choice, as is the Hedgehog. The Grenade and the Spreader can also be effective 
since they can fire both in front and behind you. You'll want to slow your ship a bit to 
avoid an accidental crash, but you'll still want to get around the screen quickly. 


The second part of the level (after the sub-boss) will again have you descending a shaft, 
but this time there will be mechanical arms on the walls, and a giant column will be 
descending above you. This column will release enemies that shoot strange projectiles that 
create a blue sphere of electricity when you shoot them. Run into this sphere, and you're 
history. A trick for an easy time of this area is to concentrate all your fire on the column 
itself. Pump enough bullets into it, and-it will be destroyed. If you succeed, all the enemies 
it would have released against you will just fall-out of the bottom. 


Most of this level will be spent 
descending into the enemies’ base. 


The Sub-0055 


The sub-boss is a spider-like mec with dual lasers. You'll be in a tunnel, so watch the 
ceiling and the floor, as they are easy to hit. Get set up with the Cannon and the Vulcan 
before you get there if you can, as they are the best weapons against this tough customer. 
The sub-boss has two stages. For its first stage, concentrate your fire on the dual lasers on 
its head. Anticipate the laser fire by watching the turret while it’s aiming. After the turret is 
destroyed, the sub-boss will go all around the tunnel in a flurry in front of you. Avoid it by 
staying to the far-left center of the screen. After that, for its second stage, you'll follow it, 
making sure to continue firing on its legs and head, which will make it spin. The more you 
can make it spin, the less of a chance it has get off a shot at you. There will be all kinds 
of weapon pick-ups along the ceiling and floor, so there are no worries if you happen to 
be weaponless. Keep an eye out for deflector vehicles that the boss uses to shoot difficult- 
to-avoid laser beams. These should all be destroyed. as soon as you see them. As you pound 
on the sub-boss, it will start to catch fire. When the whole thing goes up, then you'll know 
its beaten. 


It’s extremely tough to avoid the sub- 
boss’ weapons in such cramped quarters. 


The Boss 


If you thought the bosses have been tough up to this point, welcome to the next level. This 
menace has all sorts of ways to destroy. you. It will start. out by shooting its hands at you. 
They will then attach to the ceiling and fire laser bolts at you. It also has fire wheel-type 
weapons that it will launch at you..On top of that, it will try to ram you when you least 
expect it. 


This is one of those bosses where you'll need to utilize weapons that can both fire in 
front and behind you, such as the Spreader and the Grenade. As the boss tries to ram you 
against the wall, fly over it and attack from behind. As it tries to ram you again, get back 
in front of it and continue the attack. Always keep an eye on what it has launched onto 
the ceiling, as that is where it will launch many ofits attacks. You'll have to get through 
a couple of tough layers of armor to get past this one. 
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The best weapons to use against this 
tough boss are those that can fire 
ahead and behind you. 


Secret Bonuses 


l. After the first-couple waves of enemies, you’ll encounter some spinning, disc- 
shaped weapon carriers. Destroy all three completely, and a red, spinning, disc- 
shaped weapon carrier will appear. Destroy it for the bonus. 


È 
2. When you're fighting against the spider-like sub-boss, shoot a combination of at 
least eight of the green weapon carriers and the red reflector ships to get the 
bonus: 
This bonus can be very hard to get, as 


the red reflector ships can take a lot of 
damage before they blow up. 


3. In the second half of the stage, destroy the column above you, but then shoot 
every single enemy that falls out of the bottom. The Vulcan and the Blade can 
help in..destroying every single one. 


You have to shoot every single enemy 
that drops out of this column tosget the 
levels third secret bonus..Use the Blade 
in the upper positionsor the Vulcan for 
the best results. 


The Flash weapon will drop from the column when you successfully get the third secret 
bonus. It sounds easier than it really is. 


Level Q 


Now. that you're deep within the enemy base, you’ve been charged with finding its nuclear 
reactor and destroying it. This is one of the toughest levels in the entire game with any 
weapon, as there is no stopping the endless waves of enemies and bullets. You'll notice that 
the floor is water, but you'll have to watch your headroom, as there is the complication of 
a ceiling. Any weapon that can mow down a lot of enemies in front of you in a short 


amount of time will be effective. Again, the Vulcan, the Cannon, and the Wasp are your best 
choices. The Spreader would be good here if it weren't for its slow rate.of fire. Avoid any 

of the other weapons at all costs—they will be of no assistance: whatsoever, and in some 

cases, they'll be a hindrance. 


Because enemies will be coming at you from every angle, there really isn’t a safe zone 
anywhere. The only way to survive is to keep the amount of enemies alive on screen to a 
minimum and to.keep moving. 


Near the end of the first»part’ of the level, a submarine-type vehicle, will..rise out of the 
water below you. To beat this guy, you will need to grab one of the Hedgehog weapon 
pick-ups earlier in the stage. Put it in the lower arm position, and let loose.on the deck of 
the ship below you. With any luck, you'll destroy the deck before it can get off a single 
shot. If it does start to shoot, you're as good as dead. When the deck Is destroyed, the 

| vehicles bridge will rise up and fly away. 


This is one busy.level. Thé sheer 
amount of enemies will be 
overwhelming at first. 


One way to beat the sub is to use the 
Hedgehog and to prevent it from 
getting any shots off, because if it does, 
you’re done for unless you’re super 
lucky! 


The second part-to the level requires you to navigate a very narrow maze. of corridors 
while enemies attack from in front and behind. The Spreader can finally be put to some 
good use in this level, as it is just about the only weapon that can get you through. 
There really isn’t a best path, although you should avoid going up when given a choice, 
since there are a few passages leading upward that go nowhere. On a final note, be sure 
to decrease your speed to nearly the slowest setting to navigate the corridors safely. 


: SS 


There are two things that you need to 
do when you get to this level: lower your 
speed and pick up a Spreader. 


The Sub-Boss 


There are two stages to this weird sub-boss. When you first come onto it, stay clear of its 
first attack, which will be to launch a bunch of grenade-type projectiles into the water 

that will explode in an upward blast. With its first round spent, go to the lower-left corner 
| of the screen and give it all you've got. The best weapons for the job are any of the big 
three: Cannon, Vulcan, and Wasp, as*well-as the Grenade. The Hedgehog is effective against 
the first stage of the sub-boss, but is useless against. its-second stage. 


After you give it some punishment in the water, it Will rise up with two arms and grab the 
beams above. Its main attack in this position will be to swing, then extend its arms out at 
you one at a time. To be rid of it, target the enemy's face and body, although the hands 
and arms can be targeted as well. It may-dive in and out of the water a couple of times, 
but with patience, victory will be yours. 


Target the boss’ face, but keep an eye 
out for those swinging arms. 


The Boss 


For the levels boss,.you're treated to another large mec, but even more armored than those 
that came before. This one wWill»also have an insane arsenal of fast-moving projectiles that it 
fires all at once, leaving barely enough clear space on the screen for your ship. You'll need 
to be equipped with your strongest weapons, the Grenade and the Cannon, to even have a 
chance of beating this guy. Concentrate your initial fire on the front nosepiece. Once it’s 
destroyed, a new, larger piece of armor will fall onto and completely cover the boss’ body. 
Concentrate your fire on what looks to be the cockpit to cause the most damage. The boss 
will burst into flames when you've defeated it. 


à Just when you think you're making 
progress with this boss, a giant, new 
piece of armor will drop out of the sky 
and protect it. 


Secret Bonuses 


In the first half of the level, yousneed to take out the submarine’s deck with 
the Hedgehog. When it’s destroyed, blow up the submarine’s bridge that rises into 
the air before it can fly away to receive the first bonus. 


Once the sub-boss is-beaten, make your way down to the lowest of the narrow 
corridors. Eventually, you'll reach an incline that a large mec will slide down. 
Destroy this mec for the/second secret bonus. 


It takes quite a.few hits to put this guy 
under, but he isn’t that much of a 
challenge to destroy. Besides, the secret 
bonus is worth it! 


3. When you exit the narrow corridor area, on the way to the boss where the 
room turns blue, destroy the blue tiled floor. This is made easier if you have 
achieved the first two bonuses, as there will be a green robot in front of you, 
and if you take out its wing, it will fall and destroy the floor for you, giving 
you the bonus. 


Only strafing weapons like the Vulcan 
will do the:trick here. 


| Secret Weapons 


The Juno can be found when you manage to get the first secret bonus. After the deck of 
the submarine has been destroyed, take out its bridge, which will fly up. If you're 
successful, the Juno will drop. out. 


The Mosquito can be found when you first enter the area with the narrow corridors. Shoot 
the barrels at the beginning and grab the Spreader, putting it in the upper position to 
fire behind you. Now, immediately descend about three levels and shoot the enemy and 
barrels on your left to grab the Mosquito. 


Another Mosquito can randomly be found when you successfully get the second secret 
bonus. The mec that slides down the incline will be holding it. 


Level S 


al É For this level, you're instructed to head for an“airbase and cause a “disturbance.” This 
shouldbe no problem-for your fighter. Wasp missiles are ideal for this level since most of 


the fighters enter from the background and can be destroyed before they reach you. 
Another weapon, like the Cannon or the Vulcan, will be helpful in taking out all the enemies 
on the ground. Even though the small, spinning turrets that float can take a lot of your 
bullets, you should really try to destroy them all—when you leave them alone, they can 
become quite deadly. 


There are a ton of enemies to shoot, but 
if you make sure that you’re packing the 
Wasps and that you’re taking out those 
small, spinning turrets, then you should 
be fine. 


The. Sub-Boss 


The sub-boss for this levelvis.a giant mec ape with really big claws. If you don’t know this 
one’s patterns, then it can be very tough:-However, with a little memorization, its a snap. 
Get the Wasp missile and put it in the upper position—it’s the most effective weapon 
against this sub-boss. Part of the sub-boss’ pattern is to jump out of your line of fire and 
into the background. Without the Wasps, you won't be able to hit it at this vulnerable time. 
When in your line of fire, its claws and feet can be targeted, but go for the head for 
quick results. New weapon pick-ups are found in the crates that the sub-boss throws at 
you, so not to worry if you run out of ammo. 


You need to learn this sub-boss’ patterns 
to have any success against it. 


The Boss 


You'll fight this large mec of a boss while traveling up an incline. Its weapons and attacks 
are pretty basic, but this guy takes a lot to bring down. lt.will also come in and out of 
your line of fire like the sub-boss, so the Wasp is a natural choice against it. Besides the 
Wasp, you will want to use all of your most powerful weapons, but there’s simply no magic 
formula for beating it—only skill and firepower can help you. 


\ 
À 
À 


This is a very tough boss that requires 
patience and good hand-eye 
coordination to defeat. 


Secret Bonuses 


l. Near the end of the first area, before you get to the sub-boss, there will be six 
girders or cranes that will be moving up and down. Destroy all of them for the 


Shoot all six of these girders to get the 
secret bonus. 


2. The second secret bonus is quite a bit harder to get than the first. As you're 
fighting the ape-like sub-boss, shoot off its hands and legs, followed by the 
armor covering its head. The Vulcan and Cannon are the best for this job. 


3. The last. secret bonus requires that you have the Wasp in the upper position. 
That’s because the red ship parked in the background must be blown up, but it 
never comes into your direct line of fire. If you miss it the first time, it will 
pass by you in the foreground. If you miss it the second time, you'll get a 
third chance if you're able to shoot down every single smaller ship that comes 
at you. 


Use your Wasp missiles to get the red 
ship parked in the background. If you 
miss, you potentially have two more 

chances. 


Secret Weapons 


This is the only level where the Python is found. To get it, fly through the covered hangar 
area at the beginning of the level, and take on the next several waves of enemies. A large, 
gray vehicle in the background will. appear. Use the Wasps in the upper position to take it 
out and release the Python. 


The large, gray vehicle in the distance can 
only be destroyed with Wasp missiles. 
Once destroyed, it will toss out the rarest 
weapon in the game: the Python. 


You'll find the Flash weapon when you get the second secret bonus. After you shoot off the 
hands, legs, and the armor covering the head of the sub-boss, a red box containing the 
Flash will drop down. Simply wait for the-sub-boss to throw it at you to pick it up. 


Aim for the hands and feet, then go for 
the head, but be sure not to destroy the 
whole boss before it has the chance to 
throw the hidden Flash weapon at you. 


Level 6 


Apparently, your friends aren’t going to make it to the party, so its completely up to you 
to stop the rocket that just took off from the airport facility. To stop it, you're going to 
have to take out both of its booster rockets. For the firstepart of this level, you're timed, 
so you'll immediately want to start in on the first booster rocket without delay. Since the 
boosters are at kind of a weird angle, the best weapons for this situation are the Vulcan 
and the Grenade. Basically ignore the rest of the fighters until both boosters are destroyed. 
If the time runs out before you can destroy both, your game will be over. 


Waste no time.in targeting the rocket’s 
boosters, as you’re on a countdown of 
about two-and-a-half minutes. Fail, and 
the game is over. 


The Boss 


Once the rocket goes down, it will launch the final boss. This insane final enemy will fill \ 
the entire screen with all kinds of crazy attacks directed at you. It takes a lot to bring 

this guy down, so only your most powerful forward-projecting weapons should be used b 
against it. When it fires its massive lasers that fill the screen, you will have a moment to 

seek safety between the beams, on the top and bottom of the screen. Your weapons can 

destroy the boss’ missiles. When the boss is destroyed, your solo mission from the moon 


will be completed. 
Avoid the boss’ massive laser by i 3 


maneuvering between the beams. 


Secret Bonuses 


l. As soon as you destroy the first booster rocket, look for a red ship that is 
randomly released from one of the missile pods. Destroy the red ship for the 
secret bonus. 


2. Destroy at least three missile pods. 


3. When fighting the boss, target the protrusion on the top of the boss’ head until 
it disappears. Now, finish destroying the boss, and as it falls, destroy the 
jellyfish-looking ship that pops out. 


Level 1 


The game isn’t quite over yet. You’ve now come to the realization that Earth isn’t any 
better than the Moon and that your commanders were in error. Disgruntled, you head for 
the Moon, eager to kick some serious behind. Your ship will be outfitted with boosters for 
the trip, but on the way, you're intercepted by the Moon’ pilotless fighter force. The next 
battle will be in space, where every enemy will be holding two weapons. Wasp missiles are 
į ideal here and should make this level a cakewalk. Be sure to stock up on as many 
weapons as possible before you reach the boss—you're going to need them! 


The entire last level is fought in space, 
which makes it difficult to maneuver. As 
long as you keep firing, you should be all 
right, though. 


The Boss 


This is it—the final boss of the game—and its no slouch! Since the battle is in space, 
you'll be dealing with all kinds of crazy angles. The main thing to worry about, besides 
pummeling the boss with whatever you've got, is to first watch its movements, as it will try 
to ram you. Then focus on the little, green projectiles that it launches. Eliminate them 
immediately because they are really fast and will also shoot lasers at you. The Vulcan is 
good here, but the trusty Wasps are the really essential weapons to have. Once the boss is 
down, give yourself a pat on the back, and then go back through the game to make sure 
that you picked up all the secret weapons and the secret bonuses. 


Secret Bonuses 
l. Destroy the first red ship that appears. 
2. Destroy the second red ship that appears. 


3. Destroy the third red ship that appears. 


Secret Weapon 


If you shoot down the two red ships for the first two secret bonuses, then the third red 
ship that you shoot down for the third bonus will be holding the Juno. The Juno’s 
appearance on this level is random. 


| 
The Secrets 


The Unknown Fighter, Type i (Sodom) 


To earn this extra ship, you have to beat the game on any difficulty level, and you must 
have picked up at least 15 secret bonuses. It will appear on your Ship Select screen—it's 
actually one of the small police ships from the Earth force that appear in the first level. 
Weapon pick-ups will increase your shot power and behave much like a traditional 
shooter. It can actually be powered up 20 times. The X button will activate the ships red 
light. For a real challenge, use this ship to beat the game. 


The Unknown Fighter, type 2 (Selene) 


To earn this cool-looking ship, you have to beat the game on hard difficulty without 
Í continuing more than once or twice, which is very difficult to do. If you're successful, you 
will be rewarded with a red Astraea featuring dual adjustable arm weapon mountings for 
holding two weapons at-once. Another benefit of this ship is that any time you grab a 
weapon pick-up, the weapon’s ammo will be set to 9999. 


Gallery Pictures 


To be able to peruse the entire Einhander Gallery, you have to do really well in the 

, game. Pictures are awarded based on completing the game, the difficulty level, and the 
grades you earn at the end. Earning bonus points, acquiring certain weapons, and earning 
the secret ships will also give you new pictures. 


Get the game from Squaresoft”, 
Get the strategy from BradyGAMES. 
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